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Who am I?

• I’m a game designer, not a businessperson

– Despite my current title and job

– Ultima Online, Star Wars Galaxies, A Theory of Fun 
for Game Design, CCO at SOE…

• Running a VC-backed startup to reinvent 
MMOs

– Which I will talk about a bit at the end
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Some starting 
premises
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The shape of markets

• A bunch of buzzwords:

– Scale-free networks

– Power laws

– Long tails

• A bunch of assumed concepts:

– Branding

– Lovemarks

– Service
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NPD, 2003

0

50,000

100,000

150,000

200,000

250,000

300,000

350,000

400,000

T
h
e
 
S

i
m

s
:
 
V
a
c
a
t
i
o
n
 
E
x
p
a
n
s
i
o
n
 
P
a
c
k

T
h
e
 
S

i
m

s

M
e
d
a
l
 
O

f
 
H

o
n
o
r
:
 
A

l
l
i
e
d
 
A

s
s
a
u
l
t

H
a
r
r
y
 
P
o
t
t
e
r
 
&

 
T
h
e
 
S

o
r
c
e
r
e
r
'
s
 
S

t
o
n
e

T
h
e
 
S

i
m

s
:
 
H

o
t
 
D

a
t
e
 
E
x
p
a
n
s
i
o
n
 
P
a
c
k

D
u
n
g
e
o
n
 
S

i
e
g
e

S
t
a
r
 
W

a
r
s
:
 
J
e
d
i
 
K
n
i
g
h
t
 
I
I
:
 
J
e
d
i
 
O

u
t
c
a
s
t

R
o
l
l
e
r
 
C

o
a
s
t
e
r
 
T
y
c
o
o
n

M
S

 
Z
o
o
 
T
y
c
o
o
n

T
h
e
 
S

i
m

s
:
 
L
i
v
i
n
 
L
a
r
g
e
 
E
x
p
a
n
s
i
o
n
 
P
a
c
k

D
i
a
b
l
o
 
2
 
E
x
p
a
n
s
i
o
n
 
S

e
t
:
 
L
o
r
d
 
o
f

T
h
e
 
S

i
m

s
:
 
H

o
u
s
e
 
P
a
r
t
y
 
E
x
p
a
n
s
i
o
n
 
P
a
c
k

S
t
a
r
c
r
a
f
t
:
 
B

a
t
t
l
e
c
h
e
s
t

C
i
v
i
l
i
z
a
t
i
o
n
 
3

B
a
c
k
y
a
r
d
 
B

a
s
k
e
t
b
a
l
l

R
e
t
u
r
n
 
T
o
 
C

a
s
t
l
e
 
W

o
l
f
e
n
s
t
e
i
n

S
i
m

 
T
h
e
m

e
 
P
a
r
k
 
W

o
r
l
d

E
m

p
i
r
e
 
E
a
r
t
h

C
o
m

m
a
n
d
 
&

 
C

o
n
q
u
e
r
:
 
R

e
n
e
g
a
d
e

M
S

 
A

g
e
 
O

f
 
E
m

p
i
r
e
s
 
2
:
 
A

g
e
 
o
f
 
K
i
n
g
s

R
o
l
l
e
r
 
C

o
a
s
t
e
r
 
T
y
c
o
o
n
 
L
o
o
p
y
 
L
a
n
d
s
c
a
p
e
s

S
i
m

 
C

i
t
y
 
3
0
0
0
 
U

n
l
i
m

i
t
e
d

S
i
e
r
r
a
 
S

p
o
r
t
s
:
 
N

A
S

C
A

R
 
R

a
c
i
n
g
 
2
0
0
2

B
a
c
k
y
a
r
d
 
F
o
o
t
b
a
l
l
 
2
0
0
2

D
i
a
b
l
o
 
2

H
o
y
l
e
 
C

a
s
i
n
o
 
2
0
0
2

E
n
t
e
r
t
a
i
n
m

e
n
t
 
M

u
l
t
i
 
P
a
c
k

D
i
a
b
l
o
 
B

a
t
t
l
e
 
C

h
e
s
t

E
l
d
e
r
 
S

c
r
o
l
l
s
 
3
:
 
M

o
r
r
o
w

i
n
d

T
o
m

 
C

l
a
n
c
y
'
s
 
G

h
o
s
t
 
R

e
c
o
n

E
v
e
r
Q

u
e
s
t
:
 
S

h
a
d
o
w

s
 
O

f
 
L
u
c
l
i
n
 
E
x
p
a
n
s
i
o
n

S
t
a
r
 
W

a
r
s
:
 
G

a
l
a
c
t
i
c
 
B

a
t
t
l
e
g
r
o
u
n
d
s

B
o
b
 
t
h
e
 
B

u
i
l
d
e
r
:
 
C

a
n
 
W

e
 
F
i
x
 
I
t

H
e
r
o
e
s
 
O

f
 
M

i
g
h
t
 
&

 
M

a
g
i
c
 
I
V

H
o
y
l
e
 
C

a
r
d
 
G

a
m

e
s
 
2
0
0
2

1
0
1
 
C

o
l
l
e
c
t
o
r
s
 
E
d
 
J
C

M
S

 
C

o
m

b
a
t
 
F
l
i
g
h
t
 
S

i
m

u
l
a
t
o
r
 
2
.
0

M
S

 
A

g
e
 
O

f
 
E
m

p
i
r
e
s
 
2
:
 
C

o
n
q
u
e
r
o
r
s

M
a
x
 
P
a
y
n
e

M
y
s
t
 
3
 
E
x
i
l
e

G
a
l
a
x
y
 
O

f
 
G

a
m

e
s
 
G

o
l
d
 
J
C

S
e
r
i
o
u
s
 
S

a
m

:
 
S

e
c
o
n
d
 
E
n
c
o
u
n
t
e
r

A
t
a
r
i
 
A

r
c
a
d
e
 
J
C

H
a
l
f
-
L
i
f
e
 
C

o
u
n
t
e
r
 
S

t
r
i
k
e

C
o
m

m
a
n
d
 
&

 
C

o
n
q
u
e
r
:
 
R

e
d
 
A

l
e
r
t
 
2
 
Y
u
r
i
'
s

B
a
c
k
y
a
r
d
 
B

a
s
e
b
a
l
l
 
2
0
0
1

E
v
e
r
Q

u
e
s
t
:
 
T
r
i
l
o
g
y

C
o
m

m
a
n
d
 
&

 
C

o
n
q
u
e
r
:
 
R

e
d
 
A

l
e
r
t
 
2

F
r
e
e
d
o
m

 
F
o
r
c
e

S
t
r
o
n
g
h
o
l
d



011001011010100111101001011010011100100110100101101000011011
011001011010100111101001011010011100100110100101101000011011

011001011010100111101001011010011100100110100101101000011011

NPD, 2006
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Monopoly
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Drivers of monopoly

Similar goods

Custom services
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FPS, 2003
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FPS, 2006
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1982 game team
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AAA game estimates from developers
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1.Budgets have gone up by a 

factor of ____.*

2.We make _______ times more 

data.

3.And we’ve gotten only ____ 

times better at making content.
• *in just the last 12 years, and that’s adjusted for inflation   
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Our industry premises

• Budgets dictate audience size.

• There is little correlation between quality 
and day one sales.

• We create genres and then spend them to 
death.

• Budgets breed conservatism – even a 
vertical slice is larger than last gen’s whole 
game.
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“In practical terms, the strike is about 
money: how much, if anything, 
writers get as the Internet and 
DVDs replace TV reruns, for which 
they get better residuals.
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But in a larger sense, the studios and 
writers are forcing a question that 
every other form of media is facing: 
How much is content worth in the 
digital age?”
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Zero.
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If there’s one thing the Web 
makes possible, it is enough 
content to make the typical 

content creator superfluous.
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All games are services now

And that means:

Branding

Celebrity

Lifestyle marketing

Upsell-driven revenues



011001011010100111101001011010011100100110100101101000011011
011001011010100111101001011010011100100110100101101000011011

011001011010100111101001011010011100100110100101101000011011



011001011010100111101001011010011100100110100101101000011011
011001011010100111101001011010011100100110100101101000011011

011001011010100111101001011010011100100110100101101000011011



011001011010100111101001011010011100100110100101101000011011

011001011010100111101001011010011100100110100101101000011011

01101001

Adventures in ARGs

…and other mammals in the dinosaur world
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1574912 bytes

262000 words

Over 1400 
pages
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Interfaces have been a huge barrier for users

– 1972: Pong. One “analog.”

– 1979: Atari. 3 binary.

– 1985: Mac. 2 “analog” and one binary.

– 1985: NES. 6 binary.

– 1994: PS1. 14 binary, 4 analog.

– 1997: Dual shock: 12 analog, 8 binary
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• Asynchronicity

• Indifference to 
rendering

• Minimal controls

• Platform agnostic

Model first The system is the 
game

Universal inputs Any button will do

Long phases Take your time

Short decisions Be done fast

Massively parallel Side by side

Extended 
accumulated state

Save your profile

No roles Classless

Representation 
agnostic

Draw it however

Open data Change it however
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Myers-Briggs

everyone 

else

gamer

• The core gamer 

market is mostly INTJ, 

ISTJ, INTP and ISTP 

in the Myers-Briggs 

typology.

• Programmers tend to 

be of the first two.

• Core games tend to be 

“hardcore conqueror” 

type games.
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Those types represent only 19% of 
women. 
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01101001

The MMO mistake
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Google’s fastest growing keywords

1. iphone
2. webkinz
3. tmz
4. transformers
5. youtube
6. club penguin
7. myspace
8. heroes
9. facebook
10. anna nicole smith
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Yahoo’s top searches

1. Britney Spears 
2. WWE 
3. Paris Hilton 
4. Naruto 
5. Beyonce 
6. Lindsay Lohan 
7. Runescape 
8. Fantasy Football 
9. Fergie 
10. Jessica Alba 
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Estimated active users per month, EU and NA territories
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Nexon stats for Maple Story

• $1.6m in sales in 
March, growth of 
60% to July

• Est 1st year at $40m

• 3 million users in 
NA in a few 
months
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Movie theater in Faketown
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Variety article on Gaia
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MMO publishing activity

• NCSoft: 1 (plus shuttered Auto Assault)

• EA: 0

• Vivendi: 0

• Midway: 1

• Disney: 3

• MTV: 5
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Building Checkers in WoW
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01101001

Talking transmedia
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#1 in Sep ’07: HALO 3, moving 394,548 units
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“TRANSMEDIA ENTERTAINMENT 
allows me to reach a massive global 
audience. By making creative use of 
multiple platforms, I can now 
entertain the world via broadcast, 
broadband, cellphones, game 
consoles, publishing, etc. As a 
content creator, I am no longer 
restricted to just one platform and 
its limited install base, but can now 
make use of every available 
platform, and use them all to reach 
an almost unlimited number of 
content consumers.” 

- Jesse Alexander
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Transmedia

…is not characters alone

…is not milieu alone

…can be rendered in many ways

…allows and encourages remix

…is open to many sorts of narratives

… is really not like how we make games 
at all!
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01101001

The Web

Or, some minor pimpage
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The Web Is

• Based on users doing stuff, not pros

• Premised on really rapid development

• Small pieces loosely joined

• Long tails and lots of tagging

• Aggregation and remix, not exclusivity

• Infinite shelf and diversity, not lock-in

• Platform agnostic
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The Web Is

1. The replacement for consoles.

2. The new default medium for 
entertainment.

3. A radically different platform than any we 
are used to.

4. Eating every content industry’s lunch.
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The game has changed

The hot platform is the net

The hot audience is the non-gamer

The hot feature is other players

The hot technology is connectivity

The hot game is a mini-game 
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• A markup language that describes games

• Anyone can write a client

• Client can be on any device – ours is Flash

• A generic server that handles Tetris or WoW

• Standard language for content development

• Stylesheets are world-in-a-box

• Modules are snap-together systems

• Aggregator/index site for every world
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• Australian radio in the 1920’s

• Equal to…?

• What is the default platform?

• How do we converge?
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